Geek Ken: Firestorm Armada QRS 


TURN SEQUENCE: 

1) Play 1 TAC Card: lay it face down and reveal simultaneously. Can only play if fleet Admiral is on table. 
2) Determine Initiative: 2d6 + Fleet Tactic bonus (reroll for ties). Fleet w/ initiative chooses order of 
activation. 

3) Reserve Phase: Roll d6. Equal or less than current turn, reserves come on. Can be altered (+/- 1) with 
Battle Log. If using shunt entry, roll 2d6 on table. Flanking maneuver requires command test and can be 
altered 2d6” if failed (determined by opponent). 

4) Squadron Activation Phase: Squadrons activate once per turn. Players take alternate turns. 

5) End Phase: Check End of Game conditions, Disorder Tests, Make damage repair tests, Update game 
markers, etc. 


4) Squadron Activation Sequence: 

(A) Command Segment, (B) Perform Primary Movement, then Secondary Movement, (C) Combat 
Segment, (i) Direct Weapon Systems then (ii) Indirect Weapon Systems, (D) Boarding Segment, 
(E) Consolidation Segment 


EXPLODING DICE - Score of 4-5 is 1 hit, 6 causes 2 hits and Roll Again with an extra 1D6 (additional 6 will 
reroll, etc.). 


DISORDER TEST — Roll 3 d6, must succeed twice (incl. 6). If failed, model/squadron disordered and 
cannot use firing options, boarding assaults, targeted strikes, or use TAC cards. No admiral on board 
requires additional successes. Squadrons below 1/2 starting number must also check once. 


COMMAND DISTANCE — Elements out of command distance are disordered. 


MOVEMENT — Units must move at least 1/2 maximum MV rate (SRS exempt). Exceptions are critical hit 
results affecting movement, or ships with Cut Engines. 


FIRING PROCEDURE — (a) declare all Direct and Indirect attacks including firing options, (b) determine 
LOS and firing arcs, measure range, (c) Compile and roll attack dice (AD), (d) Roll shield/defensive 
systems dice, and (e) calculate damage. 


All distances are measured from the center of flight stand for firing Ship to the center of the flight stand 
of target Ship. If center of a flight stand is partly in 2 firing arcs, firing ship chooses arc. Impeded uses 
1/2 AD. Minimum rate is always 1 die. 


DAMAGE MODIFIERS - For each 1 hull damage or 1 crew damage (use highest), element reduces Direct 
Weapon system AD and Point Defense by 1. Indirect Weapon systems (Torpedoes, Cyberwarfare, etc.) 
are exempt. Minimum rate for AD and PD is always 1 die. 


FIRING OPTIONS: 

LINKED FIRE: 1 model is focus of attack, and uses full AD (or PD) from single weapon system against 
target. Only ships from same squadron with similar weapon system (or another weapon system on 
firing model) can Link Fire, and add 1/2 AD. 


COMBINED FIRE: Uses similar rules to Linked Fire but AD/PD not reduced by %. 


TARGETED STRIKES: Can only be used with Direct Weapon systems. Choose target area on ship. Roll 
for attack with -1 modifier to hit. Defensive systems roll normally. If exceed DR roll on Targeted Strike 
Table. If exceed CR, roll and resolve critical hit, then also roll on Targeted Strike Table 


DEFENSIVE FIRE (PD): Target must allocate PD for all incoming attacks. Can only roll Defensive Fire 
once per activation. All ships within command distance can contribute 1/2 PD. SRS tokens within 4” 
(6” if interceptors) can combine PD. 


DAMAGE: Hits equal or greater than DR (but less than CR), loses 1 hull point. Equals or exceeds CR, 
roll on Critical Hit Table. If 2 (or 3) times CR rating, multiple rolls on Critical Hit Table are made. 


VULNERABLE SECTOR: If all attacks come into rear arc, target has -1 DR and CR. 


ZERO CREW: Capital ships must make disorder tests when activated. Non-Capital ships are destroyed. 
If zero crew fails Hazard Marker repair, it loses 1 hull instead. 


REPAIR/HAZARD: Systems repaired on 4+. Hazard token removed on 4+. A 2-3 Hazard remains and 1 
Crew lost. If 1 rolled, model loses 1 crew and gains another Hazard token. 


SRS: (a) Declare attack runs (b) Move tokens resolving dogfights, PD (c) Declare and resolve 
attacks/boarding assaults (d) SRS returns to base. 

-If SRS activates outside command distance it returns to base. 

-Models need 5-6 to hit a Wing. Fighter/Interceptors need 3-6 to hit a Wing. Bombers/Assault boats 
need 4-6 to hit a Wing. PD 6 results do not explode/2 hits. Each 6 destroys a wing. If SRS takes equal 
to or more hits than number in wing, it returns to base. 

-AD for SRS are dice value X number of wings. 


BOARDING ASSAULTS: 

e Ship must be within 6”. SRS must contact flight stand. Multiple ships can combine boarding attack 
or make separate assaults. 

e Squadron cannot fire on target ship it is about to board. 

e Assaulting ship can only launch one boarding assault/game. 

e A target ship system must be declared (as with Targeted Strikes). 


Boarding Procedure: (a) declare assaults and compile attack dice (b) declare and conduct anti- 
boarding defensive fire and adjust assault values (c) resolve assault simultaneously (d) determine 
outcome of assault 

e Attacker rolls dice based on AP, Defender rolls dice based on combined AP and PD. Can gain PD 
from other ships as with link fire/combined fire for defensive systems. Defender will remove hits. 

e Resolve hits — If there are any successful hits, 1 HP is lost from target. If target has initial HP of 2 or 
more, attacker also rolls a D3 on targeted system. If hits exceed number of crew, a critical hit is 
scored instead. Attacker will also roll d3 on targeted system. 

e Capture — If hits are greater than double current crew, the ship is captured. 


ROUNDING DOWN - Always round down. Any value of 0 is always treated as a minimum value of 1. 
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BATTLE LOG: If difference in battle log values is greater than 10, higher player has Tactical Advantage (needs 1 less success for Command Tests) 


*Destroy/Reduce T3 squadron to 1/2: +1 
Reduce T2 squadron to 1/2: +2 


Destroy T2 squadron: +2 and +1/2 highest initial hull point values of destroyed models 


Reduce total hull points of lead T1 models to 1/2: +2 


eLose T3 Squadron: -1 
eLose T2 Squadron: -2 
eLose T1 Squadron: -4 


Destroy all lead models in T1 squadron: +1/2 highest initial hull point values of destroyed models. 


Destroy a Capital Class Accompaniment model: +1 
Fold Space Escape a captured model: +2 
g Admiral Vessel: +1 


Critical Hit Effect Repairable 
a 


If the model is destroyed as a result of this Attack, any model 
or SRS within 4" of it is subject to an Attack using a number 
of Attack Dice equal to double the Destroyed model's initial 
number of Hull Points. Roll separate attacks against each model 


Reactor Overload 


Tie Reactor Leak 2 

Oo 

5 4 Fire Control Offline 2 

+ 5 PD Network Disrupted 2 

I 6 Decompression 2 

T 

Ss 7 Hull Breach! 2 

X 8 Fire! 2 

pan 

O 9 Shield Overload 2 
10 Main Drive Failure 2 
1l Security in Disarray 2 
12 Fold Drive Rupture 2 


DIRECT WEAPON SYSTEMS COHERANCE: 


caught in the blast. 


This model gains a Corroded Marker 


Weapons Systems in closest arc Disabled 


Point Defence Disabled. 


This model loses one Crew Point and gains a Hazard Marker. 
This model loses 1D3 Crew Points 


This model loses one Crew Point and gains a Hazard Marker. 


Shields or Cloak Disabled 
Half Speed and Cannot Turn 
AP reduced to 0 


This model immediately moves 2D6" in a random direction. Place 


Yes 
Yes 
Yes 
Yes 
N/A 
Yes 
Yes 
Yes 
Yes 
N/A 


the model in its new position maintaining its original orientation. 
Resolve any contact with Terrain as a Collision.A model that is 
moved off the Game Board is automatically Destroyed. 


Weapons may have different 


Range Bands (#) from the standard 8”. For Effect, all weapons in attack must be 


same type plus: 


BEAM (10”): Target within 10” of all 
attacking models, may re-roll attack 
results of ‘1.’ result. 
NUCLEAR: If attack causes critical hit, 
all models within 4” of target (based 

on flight peg) is targeted with 1/2 AD 
used in attack. 


SCATTER: If target within 16” of all 
attacking models, can ignore any 
negative to-hit modifiers. Cannot 
be used for targeted strikes. 


KINETIC (12”): If causes critical, may 
add 1 to chart table roll after seeing 


Debris Chart 
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1 Unexploded Munitions 


One model in the Squadron (chosen by the controlling player) 
immediately becomes the target of an attack with ID6 + 2 
Attack Dice. 


2 Radiation Leak 


One model in the Squadron (chosen by the controlling player) 
immediately loses 1D3 Crew Points. 


3,4 Nothing 
No Effect 
5,6 Magnetic Interference 


Line of Sight to Models in the Squadron within the debris is 
Blocked until the End Phase of the current turn. 


Targeted Strike/Boarding Chart 


Shunt Entry Chart 


a TA 


Hazard Marker 


3-4 Fire! Critical Effect 

5-6 Security in Disarray Critical Effect 
1-2 Hazard Marker 

3-4 Can only move HALF My 

5-6 Main Drive Failure Critical Effect 


a 


1-2 Hazard Marker 
3-4 Closest Arc Impeded 
5-6 Fire Control Offline Critical Effect 


P || 


1-2 Hazard Marker 

3-4 Decompression Critical Effect 

5-6 Hull Breach Critical Effect 
e fo 

1-2 Hazard Marker 

3-4 PD Network Disrupted Critical 

Effect 
5-6 Choose Shield Overload OR PD 


Network Disrupted Critical Effect 


apna O 


2 Shunt Sickness 


The Squadron cannot activate this Turn. 


3 Main Drive Ignition Delay 
Models arrive with a Full Stop Marker 

4 Drive Core Compromised 
Models arrive with a Hazard Marker 

5-9 Seamless Arrival 


Models in the Squadron remain in place and may activate 
normally. 


10 Drive Core Compromised 


Models arrive with a Hazard Marker 
tl Truncation Error 


A 


Move the models D6" in a randomly determined direction. 
Determine distance and direction for each model separately. 


12 Pre-Emergence Radiation Spike j 


The closest enemy Squadron may make an immediate Ranged 
Attack against a model in the Squadron with all available 
Weapons Systems (weapon arcs etc apply) 


